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finally became the third person in the known history of the game 
to find the Northwest Passage. 

Third, to the first Admiral of the Ocean Sea, Christopher 
Columbus, without whose vision and courage five centuries ago 
none of us would be here. 
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COPYRIGHT AND 
PUBLISHERS INFORMATION 


Columbus, Viceroys! Expansion Set 1 is published by Task 
Force Games, P.O. Box 50145, Amarillo, TX 79159 [telephone 
(806) 355-9631]. Columbus, Viceroys! Expansion Set 1 is 
copyright © 1992 by McLaughlin Publishing Group. All rights 
reserved under the International and Pan-American Copyright 
Conventions. 

Columbus, Viceroys! Expansion Set 1 is printed by Dallas 
Offset and Trafton Printing of Amarillo. Die-Cutting for this 
product is done by Rapid Mounting of Union City, CA. 

Task Force games are available in hobby and games stores, 
from several direct mail companies, and from our full service 
Mail Order department. Wholesale enquiries are welcome. 
Dealers, please write for a list of qualified wholesale distributors. 

Task Force Games will answer any questions concerning the 
rules of our games. Please phrase your questions in such a way 
that they can be answered by a yes or no response and include a 
self-addressed, stamped envelope. We are unable to answer any 
questions by phone concerning the rules of our games. Address 
game questions to: Task Force Games, Columbus Questions, 
P.O. Box 50145, Amarillo, TX 79159. 

Task Force Games is actively seeking free-lance game 
designs as well as expansions and sequels for our present games. 
Please write for our Submission Guidelines at the address shown 
above. Artists interested in submitting portfolios should send 
photocopies, not originals, to Task Force Games, Attn: Art 
Director, P.O. Box 50145, Amarillo, TX 79159. 
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INTRODUCTION 


“Admiral of the Ocean Sea” was the office and title conferred 
on Christopher Columbus by King Ferdinand and Queen Isabella 
of Spain in 1492. Although intended as a military rank to give 
Columbus the authority to raise and command an exploration 
fleet, it was later reduced to a hereditary and largely honorific 
title. It was passed down to Columbus’ son and his heirs for more 
than 400 years and was not abolished until Spain’s last overseas 
possessions were stripped away after the Spanish-American War 
of 1898. 

“Admiral of the Ocean Sea” is also the new name for the 
player who gains the most award points for discoveries in the 
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game of “Viceroys!” To aid players in that quest, this expansion 
set has been created to enhance and broaden the original game. 
This set includes 48 cards, 108 counters, and many new rules that 
allow for an eighth player (Imperial China), for enhanced leaders, 
and for additional discoveries. Also included are pieces and rules 
for missions, improved colonies, overseas construction, boarding 
actions, and additional random events. 

Two more scenarios are included as are a pair of strategy 
articles. 

Can you win the title Columbus was granted 500 years ago? 
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I. COMPONENTS 


A complete copy of “Admiral of the Ocean Sea” contains: 
A. One counter sheet (108 counters) 
B. A deck of 48 playing cards 


C. This rulebook 


II. PLAYING PIECES 


There are 108 single-sided counters for use in the “Admiral 
of the Ocean Sea” expansion set. These are divided into six 
subsets: Chinese, Spear, Natural Wonders, Special Discoveries, 
Leader Value, and the Colonial and Mission sets. The counters 
are listed, pictured, and described below: 


A. CHINESE COUNTERS: 


Orange symbols and letters on a white counter. 


China Control China Capital 


CHENG 


_————— 


Chinese Navies: (singles) 


| 
easpes| Great Wall | } | Chinese Leaders 
a 


F 
f 2| Chinese Navies: (doubles) 


| 


| | 


Chinese Junk | China | China Money 
a 
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B. SPEAR COUNTERS: 


White symbols and letters on a black counter. 


Natives (Imperials) 


Natives (Aborigines) 


Columbus 


C. NATURAL WONDERS COUNTERS: 


White letters on a black counter. 


River . River 
Feet River Source ae 


Mount : Water 
i eeenge Mountain Range Seis 
iam) §=©Great Canyons push 
Canyon Jungle 


D. SPECIAL DISCOVERIES: 


White letters on a black counter. 


Fount Fountain of Youth 


kkk 
Lost Tribe Seven 
Cities 
kkk kaka 
| 
plas Diamond Field True 
monds Cross 


River Mouth 


Water Falls 


Lush Jungles 


Solomon’s Mines 


Seven Cities 


True Cross 


E. LEADER VALUE COUNTERS: 


Black letters on a white counter. 


ry 


+1 Value one + 


Value two 


F. COLONIAL AND MISSION COUNTERS: 


Black symbols on a white counter. 


nN Missions 


| eas Colonial Improvements 
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Tl. NEW RULES, NEW CARDS, 
AND HOW TO USE THEM 


“Admiral of the Ocean Sea’ has many new tules. These are 
designed to enhance, rather than to complicate the game of 
“Viceroys!”’ Players should treat ALL of these rules as OPTIONAL 
rules and should agree before the game begins as to which rules 
will be used. Many of these rules require the use of some of the 
new counters. 

The additional card deck should be included in play. Only a 
few of the cards support the new rules. Players may agree, 
however, to leave out or ignore certain cards (for example, if the 
enhanced leader rules are not being used, ignore the leader 
promotion and demotion cards). 


A. CHINESE PLAYER RULES 
1. General 


For those brave souls who want a challenge in Asia, an 
eighth player may be added to the game: Imperial China. Markers 
for its capital, colonies, fleets, leaders, and special rules are 
included in the new counter set. A player card is also included. 

China may be added as the eighth player to the game. If used 
ina game with less than eight players, either or both of Turkey and 
Russia should also be involved. In addition, a special “Chinese” 
Scenario is included in the Scenario section of this booklet. 


2. Setting Up China 


China has its home box (capital) in the box marked “China” 
on the map (40 North 140). Place the Chinese Capital marker 
there. 

China places five of its control markers on the map. A 
marker is placed in each of the boxes to the east, southeast, south, 


southwest, and west of the capital. These five markers, and the 
capital, are NOT colonies, but are treated as if they were printed 
flags on the map (in the same manner as Turkey). 


3. Chinese Player Card 


The Chinese player card summarizes the special Chinese 
rules. Those rules are given here in greater detail. 


a. Income and Revolt: The China player rolls for 
income in his six initial boxes as per Turkey (one die per box plus 
one more for the capital [a total of six dice]). The total of these 
dice is China’s income. 

If a “6” is rolled for a box other than the capital, a peasant 
revolt occurs there immediately. The number of natives 
(aborigines) equal to the number rolled on one die immediately 
attack the box. The control marker fights as a soldier, and all other 
military units in the box also help defend it. If the natives win, the 
control marker is inverted. China no longer controls the box, and 
it is treated like a kingdom for colonization purposes. 


b. Capital Marker: The Chinese capital is a port, 
and fleets may be built there. 

Unlike other home country capitals, this capital can (and 
did) fall. Treat it like a citadel with an intrinsic garrison of five 
infantry. Ifitis conquered, the Chinese player gives the conqueror 
20 crowns and the marker is temporarily removed from play. 

It is replaced by the Chinese player at the START of the 
Victory phase. He may place it in any of the original Chinese start 
boxes which he still controls. If he does not control any of those 
six start boxes, he must place it in a box he controls that is as close 
to one of the original boxes as possible. If he controls no boxes, 
he puts it down in the nearest, uncontrolled land box to one of his 
original boxes. He now controls that box and treats it as his 
capital. 
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c. Combat: Chinese infantry and cavalry subtract 
one from all combat dice rolls. Chinese cavalry may charge. Note 
that Chinese forces would still have a plus two added to their dice 
when facing natives and a plus one when facing imperial natives 
(kingdoms, empires), but when the “subtract one” is figured in, 
they would have only a net plus one against natives and would 
have no advantage against imperial natives. Both Turkey and 
Russia also have this “subtract one” rule, which means that their 
forces and China’s are equal. 


d. Fleets: Chinese fleets may only move along coasts 
and island boxes. They may not move into all-sea boxes. The 
Chinese player has a limited number of fleet counters: five one- 
point (labelled A-E) and two two-point ships (labelled F and G). 


e. Junks:Theexception tothe Chinese fleet limitation 
is the “Junks” fleet. At the start of the 15th century the Chinese 
had a huge fleet of giant wooden warships, known as junks. 
Admiral Cheng Ho (represented as a leader in the game) sailed 
this fleet throughout Asia and across the Indian Ocean to Africa 
and back. An overcautious and complacent emperor later had this 
fleet decommissioned, and it rotted away. 

The “Junk” counter assumes the Chinese do not lay up the 
great fleet. Treat it the same as a Galleon marker (double cargo, 
double strength, but with the negative three modifier in wind die 
rolls). The Chinese player can place this marker on any fleet that 
begins in the capital. Once placed, fleets can be added to it, in the 
capital, during the Crowns phase. 

This junk fleet, and this junk fleet ONLY, is absolved from 
the rule prohibiting Chinese fleets from entering all sea boxes. 
The junk fleet may move freely, as per any European fleet. 


f. Great Wall Marker: The Chinese player has 
three “Great Wall Markers.” He may attempt to place a Great 
Wall marker in any of the original starting boxes during his 
collection phase. Instead of rolling for taxes in that box, he 
announces he is levying the people to build the wall. 

On a “1” through “5” they build the wall. Place the marker 
in the box. Ona “‘6” on the dice, the peasants refuse to go to work 
and revolt (roll again for the number of aborigine rebels). They 
attack as per the “revolt” rule above, and if successful, the control 
marker is inverted. If they are defeated, China retains the box but 
no wall is built. 

No more than one wall marker may be placed a turn. 

The wall acts as a fort marker for combat and construction 
purposes, AND is worth the same victory points as a fort marker 
(three victory points), but only to the Chinese player. 


B. SPEAR COUNTER SET 


1. The additional spear counters are provided to help 
players record the number of natives they face ina combat caused 
by a revolt, colonization, or random event. The number marked 
on the counter is the number of natives, either aboriginal (single 
spear) or imperial (double spear) in the box. 


C. NATURAL WONDERS SET 


1. There are 18 natural wonders markers. These represent 
such special geographical features as the sources and mouths of 
great rivers, new mountain ranges, lush jungles, majestic 
waterfalls, and great canyons, as well as other natural wonders. 


2. These 18 counters are placed in the cup with the 
Discovery markers. 


3. Whenever a player pulls one of these markers in the 
course of a discovery, it immediately takes precedence over all 
other markers he has pulled. He has found a natural wonder. 
Regardless of whether or not he has colonized the area, he has 
found this “wonder” and places it with his other awards. 

The wonder is treated as an AWARD and is worth TWO 
victory points. These are treated just the same as any other 
AWARD and count toward the total to decide who has the most 
AWARD points (when determining the automatic second place 
winner). 

These awards are ALSO worth a number of crowns equal to 
the number rolled on one die. The first crown received from that 
die roll, however, is paid to the Secretary of the Royal Geographic 
Society, as with all other awards. 


4. After placing the “natural wonder” award, the player 
then again goes to the discovery marker cup to find out what 
normal item (gold mine, sugar, empire, etc.) he has discovered, 
as per the normal rules of discovery. If another natural wonder is 
pulled, ignore it. Continue drawing from the cup until the 
requisite number of discovery markers are drawn. 
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D. SPECIAL DISCOVERIES 


1. There are six “special discovery” counters. These are 
placed in the cup with the other discovery markers. All the rules 
that apply to the “natural wonders” counters also apply to the 
“special discoveries” counters. Each of the six counters, however, 
has additional effects as shown below: 


a. Fountain of Youth: News of a magic fountain 
whose waters supposedly increase longevity, cure ailments, and 
rejuvenate the elderly lead to a rush of volunteers to become 
colonists. The discovering player receives TWO free colonists in 
his capital in the next crowns phase. 


b. King Solomon’s Mines: The leader or navy that 
discovered the box immediately gathers up all the gold, silver, 
jewels, and other treasures of a legendary king’s hoard. This 
special “production” occurs regardless of whether colonization 
takes place. The player rolls FOUR dice and may take that 
amount of money aboard his ship or with his leader. Note that this 
would take up cargo space, as per normal production, so a stack 
may have to colonize the box or dump people, troops, or some of 
the cargo. Once brought back to the home box, this money is 
added to that player’s treasury. 


c. LostTribe: Anadvanced civilization with legends 
that tie it to the old world (i.e., the lost tribe of Israel, the 
wandering Roman legionaries, the people of Atlantis, maybe 
even the Mormons) are found. The discoverers find a common 
bond with these people and automatically colonize the box. If the 
discovering stack does not have a colony with it, itmay exchange 
any one ship, infantry, cavalry, or leader for a colony marker. 


This must be done immediately, or not at all. Regardless of « 


whether the box is colonized, however, the discovering player 
still gets the award. 


d. Seven Cities of Gold: Theruins of seven legendary 
cities and their accumulated wealth are found in this box. A 
LOOTED city marked is placed in the box (instead of another 
discovery marker). The discovering leader or ship immediately 
loots the city (double the normal production of five crowns and 
two dice) but without having to fightenemy forces and WITHOUT 
getting a black legend award. Note that the box is now “barren” 
for purposes of colonization and production. 


e. Diamond Field: A legendary field where diamonds 
are so plentiful that they can be picked up off the ground is found 
by the exploring stack. The stack rolls three dice and adds that 
total in crowns to its cargo. In addition, news of such wealth 
attracts colonists, and the player receives one new colonist at his 
capital in the next crowns phase. 


f. True Cross: A learned clergyman with the 
exploration team discovers pieces of what he believes was the 
cross upon which Christ was crucified. 
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IF the missionrules are in use: All Christian players (the five 
Europeans plus Russia) experience arush of holy zeal and receive 
a free mission in their capital in the next crowns phase. The 
Turkish and Chinese players also receive a free mission in their 
capital as their clergy react defensively to this new proselytizing 
mood of the Europeans. 

In addition, if the discovery stack tries to colonize this box 
immediately, and is successful, a mission is placed there FREE 
of charge immediately. 

IF the mission rules are NOT in use: Religious donations 
increase the wealth at home, and each player will get five crowns 
in his next collection phase. 
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E. LEADER VALUE SET 
1. General 


There are 18 leader value markers: 12 marked “+1” and 6 
marked “+2.” These are stacked with leaders who have proven 
themselves to be exceptional. A normal leader has no marker 
with him. A normal leader who is promoted one level has a “+1” 
stacked with him. A “+1” leader who is promoted replaces the 
“+1” with a “+2” marker that is now stacked with him. No leader 
may be promoted beyond level two. 

Exceptional leaders are created in one of three ways: 


a. Card play: Several cards in the expansion kit deck 
promote leaders. When promoted, place the appropriate number 
marker with the leader. 


b. Combat: If a leader is in a combat in which he 
defeats five or more enemy strength points or captures a fort, 
citadel, kingdom, city, or player capital, the leader is promoted 
one level. 


c. Exploration: Ifa leader is involved ina successful 
exploration in which he gains an award, roll one die: 
Ifhe founda natural wonder, he promotes ona dieroll of “6.” 
Ifhe found a “special discovery” or won a five-point award, 
he promotes on a “5” or a “6.” 
Ifhe wona 10-point award, he promotes ona “4,” “5,” or “6.” 
Ifhe wona 15-point award orhigher, promotion is automatic. 


2. Benefits 


Leaders modify exploration and colonization die rolls by 
their value (one or two points) in their favor. 

Leaders modify combat by adding their value to the final 
dice rolled. Note that normal leaders already add one to the 
combat dice. A “+1” would add another point (for a net modifier 
of two), and a “+2” would add yet another (for a net modifier of 
three). 

Note that while normal leaders do not affect sea combat 
(unless the Optional “Personalities” rules from the “Viceroys!” 
game are in use), these “+1” and “+2” leaders add to the combat 
dice in BOTH naval and land combat. 


3. Down-side 


Exceptional leaders tend to lead from the front and are thus 
more likely to die rather than survive disasters. As a result, 
whenever an exceptional leader uses his value to modify the dice 
for exploration, colonization, or combat, and his side suffers any 
of the following results, the leader is KILLED and is replaced by 
a subordinate (i.e., just remove the number markers and use the 
normal leader): 

in discovery: any result other than discovery succeeds 

in colonization: a failure result (only) 

in combat: a loss or a tie 


F. MISSION SET 
1. General 


There are nine missions markers. Missions represent the 
spread of the faith or philosophy (Catholic, Protestant, Orthodox, 
Muslim, Confucian) of theruling country. They are worth victory 
points, extra money for the players (from grateful churchmen), 
and die roll modifiers for colonization. 


2. Placing Missions 


Missions cost five crowns. They must be purchased in the 
capital and taken by leader/ship to an existing colony. 

They DO NOT take up cargo space (they ride for free). 

The mission is placed in the colony, and the player rolls one 
die. On a “5” or “6,” the natives in the colony IMMEDIATELY 
REVOLT, KILL the missionaries (i.e., eliminate the mission), 
and attack the colony (as per any other native uprising). If they are 
victorious, they eliminate the colony and its defenders. 

Any result other than a “5” or “6” and the mission wins 
converts and is successfully established. 

No more than one mission may be placed in a colony. 

A stack that has a mission and a colony with it could 
conceivably discover, colonize, and “missionize” a box allas part 
of the same move. 

Note that placing a mission requires the presence of a leader 
or ship, just like placing a colony, and thus requires a “move” by 
that stack. 


3. Missionary Money 


The presence of a mission in a colony gives the player an 
extra two crowns when producing. 


4. Church Money 


During the collection phase the player has a chance of 
making extra money from grateful churchmen at home who are 
willing to support his imperial efforts as a means to spread the 
faith. 

For every mission a player controls, the player rolls one die. 
He receives an amount equal to HALF the number shown on the 
die. Ifhe has more than one mission, roll one die for each and then 
total the number before halving. Whether he has one die or 
several, he receives half the total and drops ALL fractions. 


5. Missionary Colonization Modifiers 


If a player has a mission in the box adjacent to where he 
wishes to colonize, he rolls a die. On a “1-4” he may add one to 
the dice when rolling for colonization (the natives are swayed by 
missionaries), ona‘‘5” the mission has no effect on the colonization 
die, and on a “6” it SUBTRACTS one (the natives fear losing 
their own gods). 
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6. Victory Points 


Each mission is worth TWO victory points. 

IN ADDITION, the player with the MOST missions 
worldwide gains FIVE victory points. THESE FIVE points, 
moreover, COUNT AS AWARD POINTS, just as if they were 
an award marker. As such, they are counted towards the second 
place victory reserved for the player with the most award points. 


7. Loot and Destruction 


If acolony is destroyed by revolt or loot, or is conquered by 
another player, even one who shares the same religion or 
philosophy, the mission is destroyed. ( 

Looted missions yield a die roll worth of crowns and are 
removed. : 
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G. COLONIAL IMPROVEMENT MARKER 
SET 


1. General 


There are nine colonial improvement markers. These 
represent greater investment in the infrastructure of individual 
colonies. They cost money but, if successful, are worth more 
money later on and could generate free colonists. 


2. Purchase and Placement 


Colonial improvement markers cost five crowns and are 
built in the capital during the crowns phase. They must be carried 
to an existing colony by a leader or a ship. 

These markers DO take up cargo space, as if they were a 
colony themselves. 

To place the improvement marker, roll one die. On a “1-4,” 
the improvement succeeds and the marker is placed. Ona“‘5,” the 
improvement stalls. The marker is placed, inverted. On his next 
turn, the player may try again to improve the colony. On a “6,” 
the improvement is a failure, the marker is removed, and the 
existing discovery marker is replaced with a barren or looted 
marker. 

No more than one improved counter may be placed in a 
colony. 

A stack that has an improved marker and a colony with it 
could conceivably discover, colonize, and “improve” a box all as 
part of the same move. 

Note that placing an improved colony requires the presence 
of a leader or ship, just like placing a colony, and thus requires a 


“move” by that stack. 


3. Extra Money 


Colonies with Improvement markers successfully placed 
produce an additional five crowns whenever the colony produces. 


4. Extra Colonists 


Improved colonies are more heavily populated and are more 
secure. They have a greater chance of producing colonists to 
move on. During the crowns phase a player may roll one die for 
each improved colony. On a “5” or “6,” he gets a FREE 
COLONIST there. Ona “3” or “4,” he does not get a free colonist 
but has the option to spend five crowns to build a colonist at that 
colony. On a “1” or “2,” there is no effect. 

MULTIPLES: Iftwo ormoreimproved colonies are adjacent, 
add one to the die for each when rolling to get free or buy new 
colonists. 


5. Colonial Modifiers 


When trying to colonize a newly explored box, a player who 
has an improved colony adjacent to that box may add one to his 
dice roll. 
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6. Victory Points 


Each improved colony is worth TWO victory points. 
IN ADDITION, the player with the MOST improved colonies 
WORLDWIDE gets FIVE additional victory points. 


7. Combat, Loot, and Destruction 


Improved colonies are more populous and better defended. 
The improved marker counts as an additional combat strength 
point in defense. (Thus a box with a colony marker, an improved 
marker, anda single soldier strength point would have acombined 
strength of three.) 

If an improved colony takes a loss in combat, the improved 
marker is removed before the regular colony marker is removed. 
If the improved marker is still there after combat (i.e., soldiers etc. 
were lost instead), it is conquered. The victor may either retain it 
or, if he loots the colony, may take an additional five crowns of 
loot. 


NOTE: COMBINATION MISSION/IMPROVED 
STACKS 

Itis possible fora stack to have colonists, improved colonists, 
and missions, as well as a fort or citadel aboard. A stack could 
conceivably try to discover, colonize, improve, missionize, and - 
fortify a box all as part of its move (whew!). Note that the failure 
to do any one of these would halt the stacks’ movement 
immediately and would thus preclude the additional steps. 
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IV. NEW CARD DECK 


A. GENERAL 


The expansion set comes with 48 additional cards. Any orall 
of these may be added to the standard deck. Note that many affect 
the new counter sets. 

If the counter set is not being used and a card is drawn that 
would apply to that set, ignore the card and draw a replacement. 

Note that among the new cards is an eighth office and a 
Chinese player card. 


B. CHINESE PLAYER CARD 


The Chinese player card signifies which player is China. The 
rules governing his actions are too lengthy to be printed on the 
card itself. Refer to the “Special Chinese Player Card” of the 
Imperial China rule. 


C. EIGHTH OFFICE 


Although intended for games with eight players (i.e., China), 
the eighth office may be given out in any game. A player who 
holds more than one office, of course, may only collect from one 
office each turn. 

The Eighth Office is the office of “WAITER.” 

The waiter is responsible for attending to the requests of 
players for soda, snacks, pencils, etc., assuming that such are 
available. Each time such arequestis met by the “Waiter,” he gets 
ONE CROWN IMMEDIATELY from the player he serves. 
Note that a request for a glass of cola and a bag of chips would be 
two requests. If both are met, that would be a two-crown 
payment. , 

The waiter may agree to let other players “runa tab” until the 
point in the turn in which they have crowns to pay him for his 
services. 
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V. EXTRA RULES 


GENERAL 


All of the following rules are optional rules. Any or all may 
be used to enhance play. 


A. UNCERTAIN TURNS 


Instead of the existing turn sequence, players may elect to do 
the following: 


1. Place the country marker for each player in the turn cup 
as normal. 


2. Draw one marker ata time. The player whose marker is 
drawn may move ONE stack. When that stack has completed its 
move, draw another player marker. 


3. Whenall the markers have been drawn, roll one die. On 
a “5” or “6,” the turn is OVER. Stacks that did not get a chance 
to move do not move this turn. 

If the result is a “1-4,” put the country markers back in the 
cup and draw them, one at a time. When all are drawn, roll again 
to determine if the counters are placed back in the cup for more 
movement or if the turn is over. 


4. Regardless of die rolls, no stack may move more than 
once, and the turn is AUTOMATICALLY over when all stacks 
that can move have done so. 


B. LAND MOVEMENT 


Each box, regardless who (if anyone) controls it, now costs 
ONLY one movement point for a leader to enter. Leaders must 
stop when entering boxes they do not control. The only exception 
is that if two players are formally allied, the player who owns the 
box may give the moving player permission to continue moving, 
rather than forcing him to halt. 


C. BONUS LAND MOVE 


(For use with Exceptional Leaders) 


Normal leaders have three movement points. Exceptional 
leaders have additional movement points. A “+1” leader may 
move four points, while a “+2” leader may move five movement 


points. 


D. EXTRA BONUS LAND MOVE 


(For use with Exceptional Leaders) 


Exceptional leaders have a chance to take a second move 
immediately following a successful move. If an exceptional 
leader completes his normal move without losing a battle or being 
eliminated, the owning player may roll one die. If he rolls a “1” 
for a “‘+1” leader or a “1” or “2” for a ““+2” leader, the leader gets 
an immediate second move. 


E. BOARDING PARTIES 


In naval combat, the player with the wind advantage may 
declare a boarding action rather than a normal combat. 

Ina boarding action, the players add one to their combat dice 
for every TWO strength points of infantry or cavalry aboard their 
fleets. 

Ina boarding action, one of the naval strength points lost by 
the losing player is taken as a “prize” rather than being destroyed. 

The loser still reduces his naval strength as if he had lost a 
strength point sunk. The victor may build one naval point at half 
cost (five crowns) in his capital during the NEXT crowns phase. 
(Players need to make a note of this either on paper or by placing 
anaval counter on the victorious player’ s State cardas areminder.) 

Aplayer may accumulate any number of “prizes” throughout 
the game, but may only build ONE navy strength point a turn at 
the discount rate. 


F. HASTY FORTIFICATIONS 


In addition to the normal rules of fort construction, players 
may build a fort in a colony by converting existing forces. At the 
start of a crowns phase, a player may build a fort in a colony by 
removing one infantry or cavalry and one naval strength point 
that are in that box. 

By the same token, players may build a citadel by converting 
forces. At the start of a crowns phase, a player may build a citadel 
inacolony by removing one fort, one infantry or cavalry, and one 
naval strength point that are in that box. 

Note that the fort would have had to have been placed or 
created there in the previous turn. 


G. COLONIAL CONSTRUCTION 


In addition to building units in the home box in Europe, 
players may build units at colonies that contain forts or citadels. 

There are limits to colonial construction. 

Only one unit, of any type, may be built ata fort and two units 
at a citadel. 

Note that navies may only be built at forts or citadels on 
islands or in coastal boxes. 
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H. COLONIAL CONSTRUCTION WITH 
COLONIAL MONEY 


Asan optional corollary to the “Colonial Construction” rule, 
players may take money from colonial production to a colonial 
fort or citadel and deposit it there. A record would have to be kept. 

During the crowns phase, the colonial production money at 
a colonial fort or citadel can be used toward the cost of building 
a new unit there. In this case, each of the colonial production 
crowns would be worth half a crown, as the raw material has not 
been brought back to the home country for processing. 

EXAMPLE: Spain has unloaded 30 crowns at its citadel in 
Cuba. It can build two items at a citadel. It chooses to build two 
navies (normal cost of 20 crowns). Since the colonial production 
crowns are only worth half a crown each when used for this 
purpose, the 30 colonial crowns defray 15 of the 20 crowns 
needed to build the ships. The other five crowns of the cost must 
be made up out of the player’s treasury. 


I. GROWTH OF NATIVE EMPIRES 


At the end of each “Victory” phase, the potentate rolls one 
die for each existing native empire (i.e., ones whose capitals have 
not been colonized). On a “6” that empire grows. Place a city in 
one undiscovered box adjacent to any other city of that empire. 
The potentate may choose the box, or, alternatively, a box may 
be chosen at random from the eligible boxes. 


J. TECHNOLOGY UPGRADE 


Nations tended to learn from one another when exposed to 
technological improvements. At the end of each Victory phase, 
the Arms Merchant rolls one die. If the result is a “6,” all of the 
following cards that are ALREADY in play are set aside. All 
players now enjoy the benefits of these cards: 


Improved Rigging 
Long-range Guns 
Improved Naval Design 


K. MINIMUM INCOME 


Several player countries have variable incomes that die rolls, 
rebellions, civil war, and turn number can reduce. Card play and 
random events can also reduce income. 

To give every player something he can depend on, each 
player is guaranteed to receive a MINIMUM of 15 crowns in his 
collection phase. Note that all normal taxes, and any cards in play 
that would gain tax money, must be taken into consideration, and 
if the player still would not get at least 15 crowns, then he get 15 
crowns. 
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L. REVIVAL (Turkey and China) 


Torepresent the erratic bureaucracies and internal squabbles 
of the Turkish and Chinese empires, their taxation varies with 
numerous die rolls. If, in the course of collection rolls, they ever 
roll so poorly that their taxation would fall to 10 or less that turn, 
the emperor/sultan beheads the chiefs of the civil service and calls 
for anew tax levy. Instead of the 10 or less figure, the empire gets 
four crowns for each of its original boxes and need never roll 
again for income or revolts. 


M. SPANISH RESURGENCE 


If a long game is played and Spain’s tax income from the 
collection phase falls below 20, its income stabilizes at 15 crowns 
plus a random die roll a turn. 


N. END TO FRENCH CIVIL WAR 


If thé French player ever rolls a 10, 11, or 12 to determine his 
income in the collection phase, the civil and religious wars in 
France will come to an end in one climactic battle. As a result, 
starting with the next collection phase, the French player need 
never again roll for the effects of civil war. His normal tax base 
now becomes 25 crowns. 


O. THE ENGLISH CHANNEL 


Although the rules allow leaders to walk from one island to 
another—to reflect fleets of barges and other small craft—there 
is one exception to that rule: England. 

Movement of land units into and out of the English home 


box may be accomplished ONLY by naval transport. Invasions 


of England thus may only be made by sea, and invasions of the 
continent from England may only be made by sea. 


P. SHELTERING UNDER THE GUNS 


At any time in his turn, a player may declare that the Navies 
ina friendly port with a fort or citadel (or the homé box) are taking 
“shelter” under the guns. These navies may NOT be attacked by 
other navies UNLESS the fort/citadel is defeated in land combat. 

If navies in a port with a fort/citadel (or home box) wish to 
defend it from an invasion that comes by sea, they must intercept 
the enemy in that or an adjacent box. This means they must come 
out from under the guns for the rest of the turn. 

Navies lying under the protection of the guns do NOT affect 
land combat in the box. If the fort or citadel falls, the ships MUST 
come out from under the guns. If any enemy fleets are in the box, 
those fleets AUTOMATICALLY have the weather gauge in any 
combat with the escaping fleets. If a naval battle occurs and the 
escaping fleets lose, they must leave the box. 


Rules of Play 


VI. SCENARIOS, MORE RANDOM 
EVENTS, AND STRATEGY ARTICLES 


GENERAL 


The following section is compiled from articles previously 
published in “Nexus” magazine. The articles were written by the 
designer, Mark McLaughlin, or by Christopher Vorder Bruegge, 
who is credited with “conceptual assistance” in the “Viceroys!” 
rulebook. 


These include: 

e A Special Chinese Scenario 

e A “Quick Start’ Empires Scenario 

¢ “Some Spice for Viceroys” (additional Random Events) 


and two strategy pieces: 
e “Pillage, Plunder, and Piracy” 
° “To the Antipodes” 


Finally, a section of Errata from the first edition is included. 


THE SPECIAL CHINESE SCENARIO 


An “Oriental” Scenario of “Admiral of the Ocean Sea” 
involves the discovery and growth of empire in Africa and Asia. 

Only the eastern (right) half of themapis used. NO movement 
is allowed west of the Meridian (i.e., the “New World” of the 
Americas is not used). Players may either fold the map at its 
natural crease or block off the west by using cards and charts. 

No awards are given for North or South America. 

The number of players may vary, but without a New World 
to discover, the Europeans will find themselves funneled into a 
narrow corridor eastward. For that reason, the game should not 
be played by more than five players. 


Play should be restricted to the following: 


Five players: China, Russia, Turkey, Portugal, and one other 
European. 


Four players: China, Russia or Turkey, Portugal, and one 
other European. 


Three players: 
(a) China, Russia, Turkey 
(b) China, Turkey, Portugal 


Two players: China and any other country. 


Solitaire: China 
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CHINA AND THE “QUICK START” 


EMPIRES 
by Mark G. McLaughlin 


The next scenario is called the “Quick Start’ Empires 
Scenario. It is a wargame rather than an exploration game and 
was written before “Admiral of the Ocean Sea.” If China is 
included in that scenario, give China a colony in the Unknown 
and on the East Coast of Africa, instead of drawing counters from 
acup. China would get the same money, cards, and forces to start 
as the other players and plays by the same rules. 


A. INTRODUCTION 


This scenario is designed for players who want a quick-start 
wargame, rather than a game of exploration, discovery, and 
awards. 


B. NUMBER OF PLAYERS 
Up to seven players can participate in this scenario. 
C. INITIAL FORCES 


Each player receives 4 free cards and 100 crowns to start the 
game. 


D. INITIAL EMPIRES 
1. Random Draw. 


a. Place the “Discover,” “Colony,” and “Empire” 
awards for North America, South America, Africa, and Asia in 
acup. This is a total of 12 markers. 


b. A player chosen at random draws one award 
marker from the cup and then gives the cup to the player to his 
right, who also draws an award marker and passes it on. Continue 
passing the cup to the right until it is empty. 


c. In games where Russia is being played, the “Asian 
Goods” award is given to the Russia player. This award marker 
is treated as the Russia player’s first draw from the cup (i.e., he 
gets the award instead of dipping into the cup the first time it is 
offered to him). 


d. Ingames where Russia is being played, the Russia 
player is also given a port in Europe. He places a colony and a 
citadel in “St. Petersburg,” the box to the left of his non-capital 
starting box in Europe. This is considered to be his second draw 
from the cup (i.e., he gets the port instead of dipping into the cup 
the second time it is offered to him). 
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e. In games where Turkey is being played, the “East 
Coast Colony” (Africa) award is given to the Turkey player. It is 
treated as his first draw from the cup (i.e., he gets the award 
instead of dipping into the cup the first time it is offered to him). 


f. If the Turkey player draws an award for North or 
South America, he must return it to the cup. He instead receives 
a colony marker to be placed in any one of the Muslim States 
boxes in Europe. That placement counts as his draw. 


g. Each player should have the same number of 
awards (or draws in the case of the Turkey and/or Russia players) 
as every other player. 


h. Ifa player has been “shortchanged” in the draws, 
he may place a colony marker in any vacant box in Europe. Note 
that boxes marked with the printed starting positions of other 
players or boxes in which a player has placed a colony marker are 
not considered vacant. 


2. Initial Colonies 


a. When a player draws an award marker from the 
cup, he may place one of his colony markers on any coastal box 
in the region represented by the award. 


EXCEPTION: If the Turkey player picks an African or 
Asian award, he must place the colony in a box adjacent to one 
of the boxes containing a printed Turkish symbol, if any are 
available. Similarly, if the Russia player draws an Asian award, 
he must select a box in Asia adjacent to one of the printed Russian 
symbols, if any are available. 


b. As the player draws from the cup, he places his 
colony. Colonies may only be placed in vacant boxes. 


c. Colonies may notbe placed in boxes that constitute 

or already contain any of the following: 

¢ The Northwest Passage 

¢ The Magellan Straits 

* The Pacific Coast of South America 

or 
¢ The East Coast of Africa (unless placed initially 
by Turkey, as above) 
¢ Another Player’s Colony 
¢ An Imperial City or Capital 


d. The player keeps the award marker for dieroll 
modification purposes. 


3. Initial Discovery 
a. During setup, when a player places his colony on 


the map, he then “explores” the box by taking an appropriate 
number of exploration (black) markers from the exploration cup. 


Rules of Play 


Columbus 


The number of markers chosen from the cup depends upon the 
region being explored, as per the normal exploration rules. The 
marker kept indicates the value of that colony. 


b. The player who has the “Empires” award for the 
region, however, does not draw a marker. He is considered to 
have discovered an empire in that box, and he rolls to see if there 
are any Cities in adjacent, empty boxes, as per the normal draw of 
an empire exploration marker. He determines if the box he has 
discovered is the capital, as per the normal empire exploration 
tules. 


c. Ifaplayer other than the player who was given the 
empire award for a region discovers an empire, he follows the 
same procedure. 


4. Additional Colonies 


a. After all initial colonies have been placed, each 
player, beginning with one chosen atrandom, decides how many 
additional colonies he will have in each region in which he has 
placed a colony marker from the draw. For every ten crowns he 
spends, he may place one colony. 


b. Colonies must be placed in vacant boxes in that 
region and must follow the restrictions on initial placement, as 
designated above. 


c. As new colonies are placed, exploration markers 
are drawn 4s per the initial placement. 


d. TheTurkey and Russiaplayers may place additional 
colonies in Europe, but those colonies cost 20 crowns instead of 
10 and must be adjacent to other colonies or printed symbols of 
that player. 


D. PURCHASE AND PLACEMENT OF 
FORCES 


After all players have placed their additional colonies (if 
any), the players may use whatever funds they have left to buy 
combat units (infantry, cavalry, navies, and leaders). 

After all players have purchased whatever units they wish, 
each player may place one stack of any size (within stacking 
limits) on the board. This stack may be placed at any colony, at 
his capital, or in one of the boxes containing his printed marker. 
Players are chosen, one at a time, from the cup as if they were 
moving. This selection and placement continues until all players 
have placed all units. 


E. GAME START 


After all colonies and units have been placed, the game 
begins with a diplomacy phase. For this special first turn only, no 
units or colonies on the map may be traded or change hands 
through diplomacy. However, money, card, etc. may be traded. 


There are no random events on the first turn. Play proceeds 
as normal from this point on. . 


F. VICTORY 


The awards given out in the random draw from the cup are 
retained for their dieroll modifiers, but do not count for victory 
points. All other victory point values, including those for colonies 
placed in the initial setup, do, however, count. 


G. TIME LIMIT 


This scenario is much more of a wargame between existing 
empires than normal games, and since players have more units, 
money, cards, and colonies on the map than usual, each turn will 
take longer than a normal game turn. It is suggested that players 
choose either a time limit or the short, variable ending rolling two 
dice at the end of each victory phase starting with turn five. If the 
total is less than the turn number, the game is over. 
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SOME SPICE FOR VICEROYS! 


Optional Rules & Random Events for Commodities 
by Mark G. McLaughlin 


WHY ARE THERE “SPICE” MARKERS IN THE 
GAME? 


One of the first questions Viceroys! players ask is “What’s 
the difference between ‘tea’ and ‘spice’ discovery markers?” 

On page seven of the rulebook, in the traditional litany of the 
playing pieces, the answer—albeit a disappointing one—is that 
““tea,’ ‘spice,’ etc. are for flavor only and have no effect on play.” 
Not anymore! 

In an attempt to keep Viceroys/ the relatively simple and 
uncomplicated game that it is, I withheld some rules from the 
final draft. As readers of Nexus magazine have discovered, little 
bits and pieces of those withheld rules are filtering into print. Here 
are a few more. 
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CULTIVATION AND RANDOM EVENTS 


The second question a person usually asks is “Why are there 
‘No Result’ random events for a third of the numbers that can be 
rolled on the Random Events Table? Did the designer just run out 
of ideas?” 

Well these random events were left blank so more could be 
added ata later date and so people could make up their own. Here 
are a few to fill in those gaps: 
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OPTIONAL ADDITIONAL RANDOM EVENTS 


Replace the “No Result” events for dice rolls 51-56 and 61- 
66 with the following. Note that subsequent rolls of the same 
event will have cumulative effects. 


ROLL: RESULT 


51: Beaver Hats and Leather Become Fashionable. The 
resulting demand doubles the production of colonies with 
“Skins” discovery markers for the remainder of the game. 


52: Naval Race Causes Shortage of Timber in Europe. 
Resulting demand doubles production of colonies with 
“Wood” discovery markers forthe remainder of the game. 


53: Tea Becomes Favored Drink in Europe. Resulting 
demand doubles production of colonies with ‘‘Tea” dis- 
covery markers for the remainder of the game. 


54: Investors Clamor for Spice. Each player receives a five- 
crown bonus each Collection Phase for each of his 
colonies with a “Spice” discovery marker. 


55: Mongols Destroy Silk Road to China; New Route 
Sought. Each player receives one free navy (or leader, at 
his discretion), one infantry, and one colony. That expe- 
dition must move to Asia at the fastest speed each turn and 
must attempt one discovery in Civilized Asia before it 
may initiate any other discovery, colonization, or combat. 


56: Slave Revolutions. Each colony with a “Labor” discov- 
ery marker immediately undergoes a native uprising 
(eachcolony ofeach player is affected). Ifthe natives win, 
both the colony and the discovery marker are removed 
from the map. (The box is then “undiscovered” and is 
eligible to be discovered anew.) If the natives lose, that 
colony produces triple its value for the remainder of the 
game. 


61: European Sweet-Tooth Demands Sugar. A rush on the 
market for sweets is met by island planters who over- 
cultivate sugar plantations. Each colony with a “Sugar” 
discovery marker will produce its value plus the number 
rolled on one die. If the number rolled is a six, however, 
the colony will produce nothing at all, and a “Barren” 
discovery marker is substituted for the “Sugar” marker. 


62: Tobacco Introduced on European Market. European 
nobility hooked on nicotine. The value ofall colonies with 
“Tobacco” markers is quadrupled for the rest of the game. 


63: 


Boll Weevils Destroy Cotton Crops. Each colony with 
a “cotton” discovery marker is hit by a boll weevil 
infestation. Roll one die for each cotton colony of each 
player. If the result is higher than the value of the colony, 
the “Cotton” marker is replaced with a “Barren” marker. 
If the result is less, the cotton survives. Because of a 
resulting shortage, all surviving cotton colonies produce 
printed value plus ten the remainder of the game. 


64, 65, and 66: Election of New Holy Roman Emperor 


65a: 


Disputed. Rival claimants to the throne of the Holy 
Roman Empire begin a civil war in Central Europe and 
ask for foreign help. Neither side begins with forces of its 
own. Each player may back either the Catholic or Protes- 
tant “emperor.” Players divide into two “camps,” and 
each camp secretly buys an army. Each army is made up 
of infantry and/or cavalry units which are purchased with 
the players’ money. There is no restriction on the number 
of units which may be committed to the effort. The armies 
of both camps fight a battle, with players using any cards 
they wish. All cards and troops used in the battle are 
eliminated, but the victorious side divides the three boxes 
of the Holy Roman Empire amongst themselves (place 
colony markers in those boxes). 

NOTE: The Holy Roman Empire War may occur only 
once in the game. After it has occurred, replace 64, 65, 
and 66 with the following: 


Peasant Uprising in Central Europe. Each player’s 
colony marker in the Holy Roman Empire and Poland 
faces a “native uprising.” Roll one die for each such 
colony to determine how many peasants attack. Peasants 
are treated as aborigines (therefore, European troops are 
+2 against them in combat). If the peasants win, the 
colony marker is removed. 


Central Europe Devastated by War. Instead of produc- 
ing ten crowns ofincomeaturn, each colony marker in the 
Holy Roman Empire, Poland, and Sweden produces five 
crowns a turn for the next ‘wo turns. 


The Lion of the North. A European army is created in 
Sweden (as if it were being invaded). This army is 
considered to have a +2 in combat (for a general, elite 
troops, etc.). It is placed in the box where the ‘‘n” in the 
word “Sweden” is marked. It will attack one adjacent box 
in Europe (chosen at random). During each random 
events phase, the stack will increase by two infantry and 
one cavalry and will attack one box at random that is 
adjacent to its current position. The stack will not leave 
Europe. It conducts all attacks and battles as if it were run 
by a player. Place a blank marker to show its “colonies” 
if conquests are made. If all units in the stack are elimi- 
nated, the Lion of the North event is over and all “‘con- 
quest” markers are removed from the map. 
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PILLAGE, PLUNDER, & PIRACY 


A Rapacious Strategy for Viceroys! 
by Mark G. McLaughlin 


Viceroys!, a game of European discovery, colonization, and 
exploitation of the world, can be played by those who enjoy 
exploring the unknown and by those who like to live off, or rip 
off, the fruits of explorers. 


THE EXPLORERS 


The most obvious way to win is to be the first to explore and 
colonize uncharted lands. This wins award markers, which are 
good for dieroll modifiers and cash bonuses as well as victory 
points. 

Playing the Christopher Columbus-type is a lot of fun; one 
takes chances, makes decisions, and pieces together the economic 
and political map of the unexplored world of Asia, Africa, the 
Americas, and the “Unknown.” This builds an insurance policy, 
as regardless of other victory points, the player with the most 
award points at least comes in second. 


THE EMPIRE BUILDERS 
A second obvious path to victory is to acquire points by 
planting colonies all over the map. One does not need to be the 


first to find or even colonize a continent to reap the benefits of this 
strategy. 
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Itoften pays to letsomeone else 
take therisks of losing his fleets and 
leaders in winning the awards for 
the first, and most difficult, 
discoveries and settlements in a 
continent. One can then follow with 
masses of colonists. 

A player can quickly build an 
empire which will generate money 
to plant more colonists there and 
elsewhere. Soon the player will 
become the largest colonial power 
in that region and, if he is a good 
diplomat or soldier, can convince 
the first explorer and other players 
that he should be the only power in 
that region. 

Having the most—or, better yet, 
the only—colonies inaregion earns 
a lot of victory points. The more 
regions one has colonies in, the 
more points he gains. 

For those who would like to see 
their flags unfurled across the world 
and emulate the kings and queens 
who built the great empires of 
Britain, Spain, or Portugal, this strategy is rewarding, and as it is 
a self-perpetuating system, it is probably the single best road to 
victory. 


THE PIRATES 


The explorer and the empire-builder are good strategies. 
They allow cooperation while competing in a friendly manner. 
As in the Victorian age, these strategies allow the great powers 
to take out martial feelings against natives, rather than each other, 
thus lowering tensions at home. 

Fortunately, however, not everyone is so nice; otherwise, 
there would be no wargames, and we’d all be playing Bridge. 


PLUNDER 


If one is not a pacific-natured, good-hearted explorer or a 
high-minded spreader of civilization, Viceroys! still offers great 
possibilities. For example, notice that four of the 30 awards are 
given for doing such nasty things as being the first player to loot 
a native empire (shades of Cortez), plunder a native kingdom, 
burn a native city, or destroy another player’s colony. 

Besides the fun of being a Vandal, a player makes twice the 
amount of money the place is worth to its owner for looting and 
gets victory points for it. He can also put the screws to other 
players, which is what Viceroys! is all about. 
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PIRACY AND EXTORTION 


This strategy can also be taken to the high seas. To make 
money, the empire-builder must send treasure fleets home from 
his colonies. A player can attack and loot the empire-builder’ s 
treasure fleets or extort money from the fleets by setting up what 
amounts to a series of sea-going toll-booths next to other players’ 
capitals. 

The box containing the northern Spanish marker, forexample, 
is ideal for this sort of toll-booth, as it is adjacent to the English, 
French, and Portuguese capitals. In addition, any Spanish fleet 
entering the Mediterranean has to pass within interception range, 
and any Dutch fleet taking the shortcut through the Channel 
instead of the long way around to the North Sea has to pass 
through this floating toll-booth. 

This sea-faring extortion can be handled on a case-by-case 
basis. One may intercept fleets moving in the area and offer 
anyone caught the option of passing by for a cut of his cargo. Or, 
for the purely pirate-minded, any luckless fleet one happens to 
catch may be attacked, hopefully defeated, and the money it was 
carrying taken away. As a third option, a pirate may just sit there 
and, in the diplomacy phase, negotiate the rights of passage with 
other players—for a fee, of course. 


BENEFITS OF PIRACY 


The pirate player often does nothave to travel far from home, 
while other players go abroad to follow their plans. A pirate need 
not worry abouttherisks inherent in discovery and colonization— 
which can cost whole stacks of fleets, soldiers, leaders, and 
colonists. 

Without an empire, one does not need colonists. He can buy 
enough navies and soldiers to form a few good strike forces, 
rather than a lot of little groups of ships and men to find, take, 
build, garrison, produce, and transport colonial money. A pirate 
lets others do that and takes a cut. 

Pirates may also win victory points, not only from “Black 
Legend” awards for looting, but also for bringing home the most 
money each turn. Money from loot or piracy is worth as much as 
money earned by good, honest labor. 

One can also manipulate victory point levels by cutting out 
other players’ colonies, and thus reducing their totals. 


DANGERS OF PIRACY 


The most dangerous thing about being a pirate is that one’s 
opponents may take offense at bloodthirsty actions. Therefore, a 
pirate cannot be a wanton, barbaric thief, but must be something 
of a mercenary, who is willing to operate under what amounts to 
the letters of marque kings and queens give to sea-going scum to 
legitimize attacking other people’s ships and colonies. To put it 
simply, you can’t be rotten to everybody, or you will soon be a 
man without a country (or a fleet, or an army, or a pot to...). 


PIRATE FOR HIRE 


One must be a selective pirate. He can take out the “small- 
fry” who cannot hit back or go after the leading player to cut him 
down to size. Bigger players usually have more money (after all, 
why do you think Robin Hood only robbed the rich; if the poor 
had anything worth taking, they wouldn’t be poor, now, would 
they?). 

Selective piracy can win friends among those trudging 
behind the leader, and one can even make deals to wipe out a 
leading player’s empire in one region so that another play has the 
largest group of colonies in that area. This sort of favor can be 
traded for money, cards, military units, even award markers—or, 
if one wants them, probably even for colonies. In short, if one 
plays itright, he can be more than a pirate; he can be aking-maker. 


PIRATE CREDENTIALS 


To be apirate, a player must be not only a good admiral and 
general, but also a good diplomat as well. It also helps to 
concentrate on building military forces and acquiring the 
personality, event, and technical cards someone engaged in 
combat (or the threat of combat) needs. 

Often, just having a lot of good military cards showing is 
enough to convince another player that he would rather pay a 
bribe or cooperate rather than face long-range guns, fast frigates, 
admirals, elite infantry, or any of the other two dozen cards that 
give military advantages to a player. 


PIRATE WINS 


Victory for a pirate is not as simple to calculate as for the 
explorer or empire-builder. Those players just keep doing more 
of what they are doing to win. A pirate must keep track of how 
everyone else is doing so he can make intelligent choices about 
who to hit and how to do it without becoming a friendless pariah. 

Essentially, a pirate wins by gaining the fringe victory points 
of black legend cards and money brought home, while denying 
other players points for empires and discoveries. Wiping out 
empires is pretty obvious, but knowing how to prevent a player 
from completing an action, such as bringing Asian money home 
or being the first to circumnavigate the globe, takes a crafty 
combination of good strategy, careful diplomacy, and expert card 
play. Although piracy may seem an easy way out, as most crooks 
will tell you, larceny can be a lot of work. 
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COMBINATIONS 


Although each of these strategies may seem exclusive, they 
can be combined. This may be in the form of allocating certain 
forces to each strategy or changing strategies during the game. 

For example, a player may start out grabbing a handful of 
quick awards close to home in territories that can be reached in 
onemove orless. After that, he might build a few colonies in those 
areas, so he can send ships out and back in the same turn to keep 
a steady cash-flow. 

Thus, a player starts as an explorer, turns into an empire- 
builder, and uses this money to finance a pirate force that then sets 
out to loot, pillage, and burn other players’ colonies and treasure 
fleets. 

The timing, of course, depends on what other players are 
doing; it is often difficult to maintain an empire while one plays 
pirate, as the soldiers and ships needed to defend the empire are 
off burning someone else’s empire. 


CONCLUSION 


Whatever strategy or strategies a player uses in one game 
may not work in the next, as Viceroys! rarely plays the same 
twice. The weighted but random discovery-system, the varying 
order of play each turn, the wide range of cards, in addition to the 
vagaries of a random events table and the luck of the die, not to 
mention the conflicting plans and moods of players make it 
difficult to plan a strategy. 

The strategies mentioned here are not the only ones, and 
each player will probably modify or invent his own strategy. Ifall 
else fails, however, at least the pirate can go out with a bang. 
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TO THE ANTIPODES! 


A Deceptively Peaceful Approach to Viceroys! 
by Christopher Vorder Bruegge 


Winning Viceroys! concerns victory points—not gold mining 
and privateering. During playtesting and other games, I noticed 
that players became fascinated with the mining and transportation 
of gold, conquest of empires, or just indiscriminate slaughter. 
This article describes one approach to playing Viceroys! that I 
believe leads to victory more often than not. 


VICTORY POINTS 


Look at the victory point list. At first glance, colonies appear 
insignificant at two points each. And indeed they are, except for 
their additive properties. At the extreme, a player who has the 
only colony in an area could reap as much as 27 victory points (2 
for the colony, 5 for a colony in the area, and an additional 20 for 
exclusive colonies in the area). Denial of this accumulation to 
other players requires establishment of one’s own colonies in 
each area. North America, South America, and Africa are likely 
to be heavily colonized by all players and do not offer much of a 
chance for the 20-point bonus except through extremely clever 
play or by good fortune. By shrewd alliances, a player can 
successfully colonize at least once in all three and perhaps be 
dominant in one. Just be certain that no other one player is 
dominant in more than one other area. 

The key to victory, however, can be found in Asia and the 
Unknown Regions, and the award markers. 


Award markers offer victory points, money awards and 
dieroll modifiers (DRMs) for future attempts at exploration and 
colonization. 

Asia is remote to the maritime powers and is less attractive 
to those who become preoccupied with treasure hunting and 
buccaneering. Only Turkey and Russia, if played, pose a 
considerable challenge inAsia. 

The Unknown Region, known to the early explorers as the 
Antipodes, is elusive to discovery and colonization. So forbidding 
are the DRMs that few players attempt it. Yet, if done properly, 
the Unknown Region can provide considerable victory points 
and combines nicely with the Straits of Magellan, the 
Circumnavigation, and the Pacific Coast of South America 
awards, with Asian discovery and Asian goods markers thrown 
in for good measure. Those alone provide a healthy leg up to 
victory. 

Before describing steps for executing sucha strategy, I must 
address several points. 

Viceroys! is not a wargame in the classic sense of the word. 
Many pugnacious players do not feel comfortable unless they are 
laying about smiting hip and thigh and making general mayhem. 
This is a guarantee for defeat. War in Viceroys! debilitates and 
distracts from the pursuit of victory points. 
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Rules of Play 


On occasion, one will be attacked. Don’t get angry, just get 
even. If one must make war, he should go for victory-point- 
bearing targets and make peace quickly. No wars to the death, 
please. And try to fight with allies against players already at war 
with others. War is a part of the human condition, butit should not 
be made a profession in Viceroys! 

Gold fever is the second deadly sin. Players frequently 
become seduced by the lure of gold and silver found in mines and 
imperial cities and kingdoms. They not only search in vain for the 
lost cities of Cibola, but also dispatch troops, leaders, and cavalry 
to procure these mirages of wealth. Worse, they invest heavily in 
fleets only to tie them up transporting the riches to Europe, 
evading pirates and other players. 

Too many gold mines and cities serve only to attract the 
attention of one’s competitors. Don’t get me wrong. Money is 
certainly useful, and transport of any amount back to Europe is 
not an evil. Just don’t make it a goal that displaces the hunt for 
victory points. 

I have actually won games in which I possessed no mines, 
found no cities, and neverreceived victory points for transporting 
the most money to Europe in a turn. The taxes in a home country 
are normally sufficient to manage a victory program. 

The third deadly sin in playing Viceroys! is rigidity. For 
some reason, players become transfixed with a single area or 
method of play. 

A dynamic multiplayer Viceroys! game requires a flexible 
approach with a clear vision of the possibilities each turn—not 
only for oneself but also for the other players as well. 

Flexibility requires, first of all, good money management. A 
retention of five to ten crowns after building forces is absolutely 
necessary to handle contingencies during a turn. Not only does 
such a fund protect against certain nasty cards that can be placed 
on one, but it also provides a slush fund for bribing native chiefs. 
A five-crown bribe is a lot cheaper than using an infantry that 
must be carried on ships and is subject to disaster, loss in battle, 
or even subversion. 

Force structure is the second element of good flexibility. I 
agree with the designer that a good initial force for one of the 
maritime powers is two fleets, two infantry units, and two 
colonies. 

Such a force can be broken into two expeditions to perhaps 
twocontinents. Ihave rarely found leaders and cavalry useful and 
have never bought a fort or citadel. The latter two, however, may 
have some value in an end-game scenario, as they equate, at least 
in effect, to purchasing victory points. 

For the maritime powers, navies provide mobility. Nothing 
can be done without them. 

Colony markers are second in importance; usually I purchase 
two per turn. And normally, I will purchase infantry in equal 
proportion to colonies. For Turkey and Russia, leaders and 
cavalry are obviously of more importance, given the poor ocean 
access of these countries. 

As soon as one has accumulated enough fleets, sail them in 
at least pairs when colonizing to get the combat DRM against 
natives. Keep the navies shuttling back to Europe with even 
minimal amounts of money, though, to pick up colonies and 
troops. 
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The cards are also an important part of a player’s force 
structure. They are the hidden resource with which one can deter 
even the most implacable foe. Players may even want to reveal 
a hidden card to a threatening player, provided it will encourage 
the opponent’s restraint. 

The limit of four unplayed cards kept hidden will tempt one 
to play a card against another player rather than discard. Don’t. 
Remember that cards can be traded or sold during diplomacy 
phases. 

Even a discard can be used to one’s profit. For example, if 
one holds a card that is particularly dangerous to another player 
who is not an enemy, publicly discarding it while loudly drawing 
attention to the benefit one has performed for the other player 
may gain the player some friendship later-in the game. 

Buy at least one card each turn over and above the free card 
received. Irarely buy two cards unless another player has already 
done so and the Master of the Game has taken that four crowns 
as his reward. But if one has plenty of funds, he should spend 
lavishly on cards. There are too many benefits to be had. 


OPENING MOVES 


In the first turn, much depends on the order of movement. 
What follows ignores the Russians and Turks and concerns the 
maritime powers. 

The first player should take one fleet headed with a colony 
and an infantry and discover the nearest box in Africa. If he is 
successful, he should attempt to colonize the box immediately, 
now matter what the discovery reveals. 

I prefer to start with Africa for several reasons. Firstly, there 
isa plus one DRM for Africa (the Europeans knew it was there!). 
Secondly, its proximity to the European capitals makes for easy 
shuttling of money back to Europe. Thirdly, the DRMs for 
discovery and colonization will be very useful for the East Coast 
of Africa attempt. 

Some might quibble about trying for South America first 
because of the higher victory points for discovery and colonization. 
Unless one has a personality ¢ard that improves a discovery 
dieroll, however, the odds of making the initial discovery without 
a disaster in South America, even in the tropics, is substantially 
less than in Africa with its plusone DRM. 

I just prefer to start out with some success. Also, an initial 
move to South America might tip off another player to a later ploy 
explained below. 

The second player should try for South America in the tropic 
areas instead of the other alternative, North America. While the 
victory points are the same, South America offers more tropical 
boxes that avoid the negative DRM and usually offers better 
discovery results. 

England, because of its location, might consider Not 
America as a temporary alternative. 

The third player, then, will try to discover and colonize in the 
North American zone. The player should just remember to go 
after the tropical tier of boxes in that zone (the Caribbean basin) 
to avoid the minus one DRM for non-tropical areas. 

Ofcourse, failure by the first or second player opens up some 
flexibility. 
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So where does that leave the fourth and fifth players? Well, 
success by all three of the first three players is statistically 
unlikely. Again, any failure by them leaves an opening for the 
later players. 

In the rare event that the first three players do succeed, the 
last two players need to remember that the earlier discoveries and 
colonizations make their own colonization easier, witha plus one 
DRM when discovering in an area previously discovered and a 
further plus one if discovering adjacent to another player’s 
colony. Similar DRMs affect colonization. 

Don’t forget that a discovered box not colonized allows a 
player to attempt colonization without a discovery dieroll. 

A player should try to establish colonies in all three of the 
areas mentioned—peacefully of course—by the end of turn 
three. 


MIDDLE GAME 


As indicated above, I prefer to scatter my colonies around. 
Of the three, I usually try to dominate in Africa if at all possible, 
because it opens access to Asia and does not draw unnecessary 
attention to the following ploy. 

Onturn four, I will dispatch two fleets and two colonies, with 
the usual two infantries, around the coast of Africa, headed for 
Asia. 

Hopefully, I will already have the East Coast of Africaaward 
for a colony there, usually on turn three. This fleet will split on 
turn five. One half will attempt to discover and colonize in Asia. 
The other half will sail east, continuing east until it reaches the 
Pacific Coast of South America. The Asian fleet, if successful in 
colonizing, can pick up money and try to take the money back to 
Europe for another award marker. 

Meanwhile, on turn five, I will dispatch three fleets, three 
colonies, and three infantry to the South American box northeast 
of Tierra Del Fuego to colonize that box. On turn six, I will 
attempt to discover and sequentially colonize both boxes of the 
Magellan Strait (see the illustration 
at the bottom of this page). The 
colony to the northeast provides 
DRMs that should offset the 
negatives for the Horn boxes. 

As soon as possible, another 
two fleets are dispatched to discover 
the Unknown Region adjacent to 
the Magellan boxes, already 
colonized . In this case, send just a 
single fleet to discover. In the event 
of a lost result or disappearance, 
losses will be less severe. But 
always have a fleet with a colony 
on hand to colonize a discovery 
immediately, lest an enterprising 
opponent move in on your hard 
won Victory point opportunity. 

Last, organize a fleet in the 
South Atlantic to marry up with the 
circumnavigating fleet to protect it 


from ambush by envious players who have not been as farsighted 
as yourself. 

An alternative to discovering and colonizing the Unknown 
Region is to colonize the island two boxes west of the Cape of 
Good Hope in the Africa area. Note that that island is adjacent to 
an Unknown Region land box to the south. Use that method if an 
opponent has already preempted the Magellan Strait boxes. 


END GAME 


Naturally, the strategy above may not be practicable given 
luck and the activities of other players. Once the variable end 
game dieroll begins, treat each turn as the last. Players should 
immediately replace any colony lost that excludes them from an 
area. If another player has only one colony in a convenient area, 
consider attacking it. If one does, he should try to get some allies 
or offer generous compensation (non-victory point compensation, 
of course) and try to make a written treaty with the erstwhile 
enemy. 

If the player has no opportunities for such gains, he should 
make treaties with everyone to prevent his fragile empire from 
being nibbled away. Search for any undiscovered empires. Don’t 
bother colonizing them; just find them for the victory points. 
Finally, consider the Black Legend VPs. At this stage of the 
game, a few Black Legend DRMs in terms of native uprisings 
will not do one much harm and the VPs will be useful. As a last 
resort, settle as many colonies as possible—or establish forts if 
that is one’s fancy. 


MY FAVORITE COUNTRY 


Having described the strategy, my choice of country should 
be obvious. Portugal has a plus one DRM for discoveries that 
comes in handy for the Magellan and Unknown discoveries. The 
weather gauge DRM is a nice benefit to avoid dreary sea battles 


Columbus 


Rules of Play 


or to help win them if they must be fought. The limitation on 
construction of colonies and infantry should not seriously hamper 
the above strategy. 

Finally, geographic location provides Portugal with inherent 
advantages. It is only ten boxes from the Argentine box northeast 
of Magellan. Only Spain and Portugal can get to the east coast of 
Africa in one move. Treasure shuttles are much easier for 
Portugal, whose home port is much more difficult to blockade. 

England is my next favorite, mainly for positional reasons. 
France’s plus one colonizing DRM is very attractive. I prefer not 
to play Spain, despite its attractive advantages. The Netherlands, 
despite my heritage, offers little in the way of advantages and 
suffers major shortcomings. 


NOTES ON RUSSIA AND TURKEY 


These are difficult to play and win because they have 
convenient outlets only to Asia, thus limiting the number of 
regions that they can colonize easily. Both should seek ocean 
outlets and not become preoccupied with overrunning Asia. If 
both are played, they will usually end up bickering over Asia and 
making war on one another—virtually guaranteeing they will not 
win the game. Turkey, at least, has ocean access and can fight its 
way to Africa. 

Their last option, to wage European war against the other 
players, is difficult and will not pay off in victory points unless 
one modifies the rules and allows a player to trade victory points 
to those players for an alliance. Even so, Russia is nowhere near 
a maritime power and must overrun Poland or Sweden to get in 
position, and that’s no easy task. 


CONCLUSION 


The strategy I outlined requires discipline, flexibility, and 
wise diplomacy. It features deception by dispersion of effort, 
careful husbanding of resources, and peace—above all else, 
peace. It is a difficult strategy for the aggressive player. 

Of its drawbacks, I acknowledge it is fragile. One will lose 
a colony or two and have to reestablish them for victory points. 
Random events impact this strategy more because of the dispersed 
nature of the colonies. Finally, it does not cater to bullionism, 
treasure hunting, and transporting. It is, however, a fun strategy, 
challenging to implement, that usually leads to victory. 


VICEROYS ERRATA 


Page 8, Section IV, Part E, Subsection 1b: 


(Correction to map art note) 


The player’s capitals are marked with a small red and white 
star, not with a dark outline. 


Page 20, Section XXII, add as Part J: 


(Correction of inadvertent deletion) 


J. CIRCUMNAVIGATION AWARD 


An award is given to the first player to successfully 
circumnavigate the world. The player must choose a navy or 
stack of navies and move them from his capital in Europe around 
the world and back to his capital. It may participate in combats, 
explorations, etc. and may acquire other awards while in pursuit 
of its goal: The stack may go east to west and west to east around 
the world, as long as it passes through either the Straits of 
Magellan or the Northwest Passage on its route. At least one of 
the original naval units that began the trek must return to the 
capital. 

The first player to accomplish this wins the award. 


Page 35, Section XXXVIII, Part O, Subsection 1: 


(Correction of dropped word) 


The word “expand” was dropped in the typesetting. The 
-complete entry should read: 


1. Ifthe NPS is peaceful, rather than hostile, it will expand. 


Page 36, Section XXXVIII, Part P, Subsection 4a: 


(Correction of dropped line) 


The phrase “result is treated as an expedition disappears 
result from the NPS” was inadvertently dropped in the typesetting. 
The complete entry should read: 


a. An “expedition disappears” or an “expedition lost” 
result is treated as an “expedition disappears” result for the NPS. 
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OPTIONAL RATING SCALE AND 
VICTORY POINT TALLY SHEET 


Tohelp players tally up their scores at the end of the game, 
a simple tally sheet is provided. Photocopies should be made 
and handed out to each player. This tally sheet includes the 
victory points for both the basic game and the expansion set. 

Note that whichever player has the highest award point 
total (other than the victor) takes second place and becomes the 
“Admiral of the Ocean Sea.” 

To give players a gauge to measure their success, or lack 
of it, the following rating scale is provided. Itis not unlike those 
found at the end of a video game. 


RATING SCALE 
Total Points Player Rating 
120 Viceroy 
100 Governor General 
80 Conquistador 
60 Admiral 
40 Governor 
30 Captain 
20 Hidalgo 
Less than 20 Forgotten soul 


Handicaps: The above chart is designed for games lasting 
less than 10 turns. For games that last between 10 and 14 turns, 
add 10 to the number of points needed to reach a certain level. 
For games that last 15 or more turns, add 20 to the number of 
points needed to reach that level. 
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VICTORY POINT TALLY 
AWARD POINTS 
AWARD MARKERS 
BASIC GAME: 
25 points x markers = 
15 points x markers = 
10 points x markers = 
5 points x markers = 
EXPANSION SET: 
NATURAL WONDERS: 
2 points x markers = 
SPECIAL DISCOVERIES: 
2 points x markers = 
SPECIAL CARDS: 
Amazon Kingdom (2 points) 
Prester John (2 points) 
Most Missions (5 points) 
Most Improved Colonies: (5 points) 


TOTAL AWARD POINTS: 
(These count for automatic second place) 
(i.e., Winner of "Admiral of the Ocean Sea” rating) 


COLONIAL VICTORY POINTS: 


Colonies: x 2 points = 
Missions: x 2 points = 
Improved Colonies: x 2 points = 
Fort/Great Wall x 3 points = 
Citadels: x 4 points = 
Regions where player 

has colonies: x 5 points = 
Regions where player is 

only one to have 

colonies: x 20 points = 
Regions where player has 

more colonies than any 

other player: x 10 points = 
Number of turns where 

player unloaded most 

crowns: x 5 points = 
TOTAL COLONIAL 

VICTORY POINTS: 


Total Award Points: 

Total Colonial Points: 

Subtotal: 

Minus 5 per broken written treaty: 


TOTAL VICTORY POINTS 
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Viceroys! — Player Aid Card 


Turn Sequence Summary 


The phases of the tum are: 
a. Diplomacy 
b. Random Events 


e. Movement 
f. Collection 


c. Cards g. Victory 
d. Crowns 


Each player receives one free card and may purchase up to 
four additional cards each turn: Ist card purchased = 2 
crowns; 2nd card = 4 crowns; 3rd card = 6 crowns; 4th card 
= 8 crowns. 


If a player has more than four unplayed cards in his hand 
at the end of his card phase, he must discard or play to 
bring the number to four or less. 

A player may play a card at any time as long as it is im- 
mediately applicable. 


Card Play Code 
Each card is marked with a code in its top lefthand 
comer. Each letter/symbol in the code specifies a phase 
when the card may be played. The code is: D = Diplomacy; 
C = Card; CR = Crown; M = Movement; $ = Collection. 


Units 


* Per Strength Point 


Movement 

General: Move box to box; diagonal, vertical or hori- 
zontal movement is allowed. 

Navies: May move 10 boxes; may intercept other 
navies in the same or adjacent box. 

Leaders: Allowed three movement points; box with 
own colony marker costs one movement point; other land 
boxes cost three points; sea travel costs no points. 

Infantry/Cavalry: May move only with a leader or if 
carried by a navy. 

Navies with Leaders: May pick up and move other 
leaders and navies. 


Sequence 
Stacks move individually, in this order: Movement, dis- 
covery, exploration, colonization, then combat if required. 
Land combat with other players is mandatory. 


Naval combat is optional, with either opponent initiat- 
ing the combat. One side may try to run or bribe. 
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Naval Capacity 
A naval strength point (sp) can carry two cargo points. 
One cavalry sp, fort or citadel = 2 cargo points. 

One infantry sp or colony or 10 crowns = 1 cargo point. 
Leaders = 0 cargo points (maximum 1 leader/naval sp). 


Navies may pick up crowns moved by land to a sea coast 
colony. Crown are worthless until unloaded in Europe. 


Victory Points 
Condition Points 
For each colony 
For each fort 
For each citadel 
For each region where player has colony 


For player with most colonies in region 


For only player with colonies in region 
For player who unloads most crowns 
(awarded each tum) 

For each:award marker 


5-25 (indicated 
on marker) 


For each violation of a written treaty 


Victory Determination 
Player with highest point total wins. Player with highest 


award point total (other than victor) takes second place. 
Third through last place determined solely on total points. 


Discovery Chart 


Diceroll 


2,3 Expedition Disappears 


Expedition Lost 
6, 7 Expedition Suffers Disaster 
8+ Expedition Succeeds 


Expedition Disappears: All units eliminated. 

Expedition Lost: No discovery made. Units stop 
movement. Must try to discover same box next move. 

Expedition Suffers Disaster: One unit eliminated. 
Discovery succeeds if other units participated. 

Expedition Succeeds: Discovery successful. Receive 
award. Must immediately explore. 


Discovery Chart Modifiers 
Unknown Region: —2 
Northwest Passage: —1 
Non-Tropical Area: —1 
Asia, Africa Regions: +1 
Previous Discovery: +2 if player holds discovery 
award for that region; +1 if another player holds award. — 
Civilized Region: +2 if player holds empire discov- 
ery award for region; +1 if another player holds that award. 
Settlements; +2 if box is adjacent to player’s own 
colony; +1 if adjacent to another player’s colony. 
Cards: Some personalities allow +1 modifier. 


All modifiers are cumulative. 


Automatic Failure: Roll of ‘2,’ never modified. 
Automatic Success: Roll of ‘12,’ never modified. 


‘Exploration 


Region # of Markers Marker 
or Area Drawn Kept 


Civilized Asia 3 Highest 
(20°-50° N. Lat.) 
Tropics (Africa, 2 Highest 
S. America only) 
Northern Lands 2 Lowest 
(50° N. . to Arctic) 


Unknown Lawes 
Owet [a 


*Non-northem North America, non-tropical South Ameri- 
ca, non-civilized and non-northern Asia, etc. 


Exploration Markers 


From lowest to highest value: 

Blank: No value. 

Number: Value as indicated on marker. 

Silver Mine: 2 dice (played out on ‘2-5’). 

Gold Mine: 3 dice (played out on ‘3-5’). 

Kingdom: 5 crowns + 1 die. 

Empire: 5 crowns (10 for capital) + 2 dice; roll each 
city separately. 

Note: If an empire marker is drawn, one die is rolled for 
each adjacent unexplored box containing land (including is- 
land). On a result of ‘1’ or ‘2,’ a city is placed in the box. 
If the empire has two or more cities, one city is chosen by 
random dieroll (by the Potentate) as the capital (the empire 
marker is placed in that box). Each box with a city is 
considered discovered and explored. 


Colonization Table 


Diceroll Result 


2,3, 4 
iis 


Colonization Fails: | Colony marker eliminated; 
other units unaffected. 

Natives Attack: Player retreats or fights natives. If 
victorious, colonization succeeds. 

Local Chief Demands Bribe: Retreats, fights or 
pays bribe (1-5 crowns). Roll one die and modify to deter- 
mine if accepted: +l/each crown paid; +1 in box with 
blank or numbered marker; -l/kingdom; —2/imperial city 
or -3/imperial capital; —1/each black legend award. 

Certain cards also provide modifiers. All modifiers are 
cumulative. On a modified roll of ‘6+,’ colonization suc- 
ceeds. On a roll of ‘1-5,’ natives attack; player must fight 
or retreat. A natural dieroll of ‘1’ is never modified. 

Colonization Succeeds: Colony marker is placed. 


Colonization Table Modifiers 


Condition Modifier 


Civilized Asia 
Kingdom Marker 

City Marker 

or Capital City Marker 


Continued in next column 


Colonization Table Modifiers Continued 


Player Holds Region’s Colonization Award 


Another Player Holds Colonization Award 
for Region 


Adjacent to Player’s Own Colony 
or Adjacent to Another Player’s Colony 


All modifiers are cumulative. 
Automatic Failure: Dieroll of ‘2,’ never modified. 
Automatic Success: Dieroll of ‘12,’ never modified. 


Native Annies 
The dieroll to raise native armies is modified as follows: 
Condition Modifier 
Blank or ‘1’ exploration marker 
Fort marker 
Citadel marker 
‘4’ or ‘5’ exploration marker 
Gold/silver mine 
Kingdom or city marker 
Capital city marker 
Cards 
Each black legend award 


All modifiers are cumulative. 
Imperial armies raised in unlooted kingdom, city, capital. 
Otherwise, aboriginal armies raised. 


Land Combat 


Each player rolls two dice, modified as follows: 
European vs. Natives: +2/aborigines; +1/imperial. 
Leaders: +1 for one leader (only). 
Forts: +2 to owner. 
Citadels: +3 to owner. 
Navies: Each player +1 per pair of his navies in box. 
Larger Forces: More units = +1 or twice as many 
units = +2 or three times as many = +3, etc. 
Cards: Modifiers applied as appropriate. 


Cavalry: +1 for each unit committed to charge. 
All modifiers are cumulative. 
Combat Victory 


2x Opponent’s Roll +: Low roller —2 units, retreats. 

Higher: Low roller —1 unit, retreats. 

Equal: Each -1 unit, either retreats (attacker first); if 
both remain, roll combat again. 

Additional Losses: One additional loss (even for vic- 
tor) per five enemy units faced. One more additional loss if 
enemy has more cavalry remaining at end of combat. 


Sea Combat 


Player moving, already in or adjacent to box with mov- 
ing navies may attempt to initiate. Each rolls one die. +1 
to roll if initiating player in same box. Add for cards. 
Higher roll has Weather Gauge: +1 to combat roll or retreat 
one box (if not moving) or escape (continue moving). 

May offer bribe from cargo/treasury (crowns = two dice 
demanded by pirates) to stop fight if high roller agrees. 

Leaders, land units have no effect. Some cards have ef- 
fect. Results as per land combat except victor captures per- 
centage of cargo and any leaders whose navy were destroy- 
ed. Captured units ransomed or eliminated (victor’s choice). 

Additional Losses: One additional loss (even for vic- 
tor) per five enemy units faced. 


Columbus 


Columbus — Admiral of the Ocean Sea adds more 
cards, random events, rules, scenarios, and an eighth 
player —China — to Viceroys! In Viceroys!, you and six 
other European Kings sailed the seven seas to discover 
mysterious new lands, conquer native kingdoms, and 
build great colonial empires. You raced for the wind to 
escape the wrath of bloodthirsty pirates and fought off 
treacherous princes — all to earn the title of Viceroy! 


This first expansion set gives you the opportunity 
to make new discoveries, send out missionaries to 
convert the heathen savages, found colonial cities, and. 
perhaps even build the Great Wall of China! 


TASK 
FORGE 


GAMES: 


91039°02020 


background material, and rules for Viceroys! 
ISBN 0-922335-22-2 TFG 1295 | You must have Viceroys to use this expansion. 


InCol -A 
Sea, you set sail in search of legendary 
wonders like the True Cross, King 
Solomon’s Mines, and the Fountain of 
Youth. Discover great mountain ranges, 
lush jungles and spectacular waterfalls. 
Meet Amazon warriors, Prester John, the 
Lost Tribe of Israel...and Imperial China! 


Sailing the never ending seas in 
search of anew trade route with the East, 
Columbus and his crew discovered the 
true meaning of bravery. Discover it for 
yourself in Columbus — Admiral of the 
Ocean Sea! 


NOTE: This product adds new play situations, 
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